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(57)Abstract: 

PROBLEM TO BE SOLVED: To provide a game device 
by which a player can easily grasp the flow of a game 
until last time by reproducing only irreducibly minimum 
part without executing the same operation again and 
without automatically reproducing all the operation of 
last time redundantly at the time of restarting the game 
after finishing the game and to provide a storage medium 
in which the program concerning the device is stored. 
SOLUTION: During the game, key input data inputted by 
a player and game data expressing the position of a 
character, etc., are stored (204). At the time of 
restarting the game after finishing the game, game data 
from a prescribed dividing position (212) in the flow of 
the progress of the game to a position (203) where the 
last game is finished in read to automatically reproduce 
(206) a game picture based on the game data, and after 
then the game is restarted by player's control from the 
position (203) where the game is finished last time. 
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CLAIMS 



[Claim(s)] 

[Claim 1] The storage means which is game equipment to which the actuation means for a player to 
operate it and the display means for displaying a game screen were connected, and carries out the 
sequential storage of various kinds of game data generated during game activation, In case this game 
is resumed after a game is completed, the game data to the location which the game ended last time 
from the predetermined break location in the flow of game advance are read from said storage means, 
the game equipment characterized by having a means to resume the game by control of a player from 
a means to reproduce a game screen automatically based on these game data that carried out 
reading appearance, and the location which the game ended last time after said reappearance 
finished. 

[Claim 2] It is game equipment to which the actuation means for a player to operate it and the 
display means for displaying a game screen were connected. That to which it is a storage means to 
memorize various kinds of game data generated during game activation, and the contents of storage 
do not disappear even after the power source of the body of game equipment is turned off. In case 
this game is resumed after a game is completed, the game data to the location which the game ended 
last time from the predetermined break location in the flow of game advance are read from said 
storage means, the game equipment characterized by having a means to resume the game by control 
of a player from a means to reproduce a game screen automatically based on these game data that 
carried out reading appearance, and the location which the game ended last time after said 
reappearance finished. 

[Claim 3] It is the storage which memorized the game program performed with the game equipment to 
which the actuation means for a player to operate it and the display means for displaying a game 
screen were connected. The step which memorizes various kinds of game data which generate this 
game program during game activation for a predetermined storage means, In case this game is 
resumed after a game is completed, the game data to the location which the game ended last time 
from the predetermined break location in the flow of game advance are read from said storage means, 
with the step which reproduces a game screen automatically based on these game data that carried 
out reading appearance The storage which memorized the game program characterized by having the 
step which resumes the game by control of a player from the location which the game ended last 
time after said reappearance finishes. 



[Translation done.] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the storage which memorized the program 

concerning game equipment and this game equipment 

[0002] 

[Description of the Prior Art] Conventionally, various kinds of games which operate with home video 
game equipment or a personal computer are known. In these games, there are termination by game 
limit peculiar to the game and termination by the intention of a player as a factor of game 
termination. The termination by game limit is the case where the LIFE point of a player character 
which the player is operating for example, in a game was lost, or limit time-out is passed etc. The 
termination by the intention of a player is that a player interrupts and calls off a game intentionally. 
[0003] In the Prior art, when resuming a game after carrying out game termination by such various 
kinds of factors, it was the fundamental method which is resumed from the location which carried out 
game termination. For example, it is condition of resuming from the field (stage) which made the 
mistake and became game over if it is an action game, and resuming from the place whose LIFE point 
of a player character was lost if it is a roll playing game. Moreover, there is also a thing which enabled 
it to resume a game from the location (break location beforehand decided in the game) which 
returned from the location which carried out game termination for a while. Furthermore, in a roll 
playing game, the player itself saves as data the location where the game advanced, these data are 
loaded at the time of a game restart, and there is also a thing which enabled it to resume a game 
from the location. 

[0004] When the game play time limit is set up and the time amount passes, while terminating a game, 
all the key strokes from game initiation to game termination are memorized to predetermined storage, 
and the game equipment which reproduces the last game actuation automatically based on the 
keypad information memorized by this storage is indicated by JP,7-303760,A at the time of a game 
restart. Since according to this all the key strokes performed last time are reproduced and Replay of 
the game is automatically carried out when a player resumes a game, it is effective in becoming easy 
to grasp the flow of the last game. 
[0005] 

[Problem(s) to be Solved by the Invention] However, by the method resumed from the location which 
carried out game termination, there is a trouble that it is difficult for a player to grasp the flow of the 
game performed to last time. For example, even if it resumes from the location which carried out 
game termination by the roll playing game etc., a player may be unable to remember flow of the 
scenario to there. 

[0006] Moreover, by the method which resumes a game from the location which returned from the 
location which carried out game termination for a while, a player has the trouble that the again same 
actuation as last time must be performed to the location which ended the game last time. For 
example, though the part with high difficulty is cleared by the action game, at the time of a game 
restart, it must resume from before for a while, and that case where a player must clear a part with 
the again high difficulty etc. exists. Moreover, in a roll playing game, the key stroke which repeats 
again the actuation of a player character performed last time may have to be performed. The method 
by which the player itself saves the location of a game, loads at the time of a game restart, and 
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resumes a game must also perform the same actuation again from the location saved too. Moreover, 
when the player has forgotten save, it returns to quite a front. 

[0007] By the method given in above-mentioned JP,7"-303760A since all last game actuation is 
reproduced at the time of a game restart, as for a player, the flow of the game to there can be 
grasped easily. However, by this method, since all the last key strokes are reproduced, reappearance 
may become redundancy. For example, in a roll playing game, since the item which needs a player 
character is acquired, actuation of searching for this item here and there may be performed, 
consequently the item may be able to be acquired in a predetermined location. Even in such a case, 
since the actuation of all is memorized and it reappears at the time of a game restart, even if the 
player knows the location with this item, it can show reappearance of all last actuation. Moreover, 
since all the key strokes are reproduced even when the key stroke performed last time occurs in 
large quantities, as for a player, the reappearance has been shown for a long time. 
[0008] When resuming the game in view of the trouble in the above-mentioned conventional form 
after this invention carries out game termination Only a necessary minimum part is reproduced 
without [ without a player performs the again same actuation, and ] reproducing all last actuation 
automatically to redundancy. It aims at offering the storage which memorized the program concerning 
the game equipment and this game equipment with which the player enabled it to grasp the flow of 
the game to last time easily. 
[0009] 

[Means for Solving the Problem] In order to attain the above-mentioned purpose, invention 
concerning claim 1 The storage means which is game equipment to which the actuation means for a 
player to operate it and the display means for displaying a game screen were connected, and carries 
out the sequential storage of various kinds of game data generated during game activation. In case 
this game is resumed after a game is completed, the game data to the location which the game ended 
last time from the predetermined break location in the flow of game advance are read from said 
storage means, it is characterized by having a means to resume the game by control of a player from 
a means to reproduce a game screen automatically based on these game data that carried out 
reading appearance, and the location which the game ended last time after said reappearance 
finished. 

[0010] Invention concerning claim 2 is game equipment to which the actuation means for a player to 
operate it and the display means for displaying a game screen were connected. That to which it is a 
storage means to memorize various kinds of game data generated during game activation, and the 
contents of storage do not disappear even after the power source of the body of game equipment is 
turned off. In case this game is resumed after a game is completed, the game data to the location 
which the game ended last time from the predetermined break location in the flow of game advance 
are read from said storage means, it is characterized by having a means to resume the game by 
control of a player from a means to reproduce a game screen automatically based on these game 
data that carried out reading appearance, and the location which the game ended last time after said 
reappearance finished. 

[001 1] Invention concerning claim 3 is the storage which memorized the game program performed 
with the game equipment to which the actuation means for a player to operate it and the display 
means for displaying a game screen were connected. The step which memorizes various kinds of 
game data which generate this game program during game activation for a predetermined storage 
means, In case this game is resumed after a game is completed, the game data to the location which 
the game ended last time from the predetermined break location in the flow of game advance are 
read from said storage means, it is characterized by having the step which resumes the game by 
control of a player from the step which reproduces a game screen automatically based on these 
game data that carried out reading appearance, and the location which the game ended last time after 
said reappearance finished. 

[0012] Reappearance of the game screen at the time of the above-mentioned game restart is good 
to process it (for the column of the gestalt of implementation of invention to explain the example of 
processing), and to make it reappear based on the read game data. 
[0013] 

[Embodiment of the Invention] Hereafter, the gestalt of operation of this invention is explained using 
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a drawing. 

[0014] Drawing 1 shows the example of a hardware configuration of the game equipment concerning 
this invention. This game equipment is equipped with the body 100 of game equipment, the display 
(CRT) 101, the loudspeaker (SP) 102, the control unit 103, and the auxiliary storage unit 104. The 
body 100 of game equipment is equipped with a central processing unit (CPU) 111, random access 
memory (RAM) 1 1 2, a read-only memory (ROM) 1 13, Video RAM (VRAM) 114. the image control 
section 115, the speech synthesis section 116, external storage 117, and the I/O (I/O) control 
section 118,119. In addition, the gestalt of this operation explains the body 100 of game equipment 
below as what is usual home video game equipment. However, when performing game software not 
only with home video game equipment but with a personal computer, this invention can be applied to 
various kinds of games (for example, sport games, such as soccer and baseball, an action game, a 
shooting game, etc.) which can resume the game, after it carries out game termination. 
[0015] In the body 100 of game equipment, CPU111 is arithmetic and program control which controls 
actuation of this whole game equipment. RAM1 12 is memory in which read— out which CPU1 1 1 uses 
for a work-piece field etc. and writing are possible. R0M113 is a read-only memory which stores 
various kinds of control programs (BIOSiBasic Input/OutputSystem) which CPU111 performs. 
VRAM114 is a Video RAM field for writing in the data of the alphabetic character, graphic form, and 
image which are displayed on CRT101 from CPU111. The image control section 115 performs control 
as which CPU111 displays an alphabetic character, a graphic form, and an image on CRT101 based 
on various kinds of data written in VRAM114. The speech synthesis section 116 is SPU (sound 
processing unit) which reads voice data from external storage 117, or compounds voice data based 
on directions of CPU111, and is outputted to a loudspeaker 102. External storage 117 is equipment 
which sets a removable storage and reads various kinds of data from this storage, for example, is 
CD-ROM equipment etc. The I/O-hardware-control section 118 is an interface between CPU111 and 
a control unit 103, and the I/O-hardware-control section 119 is an interface between CPU111 and an 
auxiliary storage unit 104. A control unit 103 is an input unit (controller) for a player to operate it. An 
auxiliary storage unit 104 is a store (backup memory) which memorizes various kinds of auxiliary data, 
and the information memorized even after turning off the power source of game equipment is held. 
Auxiliary storage units 104 are a memory card, the memory in a game cartridge, etc. 
[0016] A game program is offered in the form of various kinds of storages (for example, CD-ROM, a 
ROM cartridge, etc.). Here, it explains being provided by CD-ROM. If a player sets the CD-ROM as 
external storage 117, CPU111 reads a game program (data required for a game are included) from the 
CD-ROM, and if needed, it will be loaded to RAM1 12 and it will perform it Thereby, a game begins. If 
CPU111 writes data, such as an alphabetic character, a graphic form, and an image, in VRAM114 
based on a game program, the image control section 115 will display on CRT101 according to the 
contents of VRAM1 14. If CPU1 1 1 directs an audio (the sound of the music which flows for a 
background, and others shall also be included) output in the speech synthesis section 116 based on a 
game program, the speech synthesis section 116 will output the predetermined voice according to 
the directions from a loudspeaker 102. Moreover, CPU111 detects actuation of the player by the 
control unit 103, and controls game advance according to the actuation information. 
[0017] At the time of game termination, CPU1 1 1 writes predetermined data in an auxiliary storage 
unit 104, reads required data from an auxiliary storage unit 104 at the time of a game restart, 
reproduces a game, and resumes a game after that. About the example of the procedure, it mentions 
later. 

[0018] Drawing 2 (a) is the mimetic diagram showing the situation when ending a game in the game 
equipment of drawing 1 . Drawing 2 (b) is the mimetic diagram showing the situation when resuming 
the game. In drawing 2 (a) and drawin g 2 (b), the band which 200 showed the flow of a game typically, 
and 201 show the point of a game start, and 202 shows the point of a game clearance. 
[0019] In drawing 2 (a), a player starts a game from the point 201 and presupposes that it became 
game termination on the point 203. The game termination point 203 is the location which the game 
stopped and interrupted for a certain factor. As a factor of game termination, there are termination 
by game limit peculiar to the game and termination by the intention of a player. ** limit time-out from 
which the hit point of ** player character whose LIFE (physical strength) point of a player character 
which the player is operating for example, in ** game is lost serves as termination by game limit to 0, 
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and ** — all of the player characters in which more than one are are termination by having been 
consumed in the game etc. The termination by the intention of a player is a player s interrupting a 
game intentionally or stopping, and ending (when ending activation of game software) (when 
interrupting a game temporarily, without ending the game software itself). 

[0020] The game data of a game with which even the point 203 was performed from the point 201 by 
drawing 2 (a) are stored in the predetermined buffer formed on RAM1 12. Game data mean the data in 
connection with game plays, such as a position (information which shows the location of the player 
character in a game, or a computer character) of the key input data which for example, ** player 
inputted by the control unit 103, and ** character, ** migration sequence (information which shows 
in what kind of path the character moved), and ** event flag (information which shows which event 
was cleared). In the example of drawing 2 (a), the game data of the half-tone-dot-meshing part 204 
from the point 201 to the point 203 will be stored in a buffer. 

[0021] The buffer which stores game data in drawing 3 (b) is shown. 322 is the buffer which stores 
game data. This buffer 322 consists of m game data storage areas which store game data. The buffer 
position 321 is a pointer which points out one of the game data storage areas of a buffer 322. When 
game initiation is carried out in the game starting point 201 of drawing 2 (a), if the value n of the 
buffer position 321 is initialized so that the head location of a buffer 322 may be pointed out, and 
game data are generated in a game, it will be stored in the field in the buffer 322 with which it is 
pointed out to the game data by the buffer position 321, and the increment of the value n of the 
buffer position 321 will be carried out. This is repeated and sequential storing of the game data of the 
half-tone-dot-meshing part 204 of drawing 2 (a) is carried out at the buffer 322 of drawing 3 (b). In 
addition, the magnitude of extent in which the storage region of a buffer 322 can store mostly the 
game data from game initiation to game termination altogether shall be secured. Moreover, after it 
uses a buffer 322 as a ring buffer and the value n of the buffer position 321 stores game data in the 
storage region of the last of a buffer 322, you may make it the value n of the buffer position 321 point 
out the head location of a buffer 322 again. 

[0022] 211-215 of drawing 2 (a) are the break point in the game decided beforehand. For example, 
they are the scenario-break of a game, the break of a field (stage) or area, or the predetermined 
number of games saved in relief. When game termination is carried out on the point 203 of drawing 2 
(a), the game data of the half-tone-dot-meshing part 204 will be stored in the buffer 322, but when 
resuming this game next, it goes back from the game termination point 203, and the game data from 
the nearest break point to the game termination point 203 are reproduced automatically. In the 
example of drawing 2 (a), it goes back from the game termination point 203, and the nearest break 
point is 212. So, at the time of a game restart, the game data (shadow area 206 of drawing 2 (b)) to 
the last game termination point 203 from the break point 212 are read from a buffer 322 like drawin g 
2 (b), and it reappears automatically at it. Then, the game play by control of a player starts. 
[0023] The break points 21 1-215 are set as the location where a player tends to grasp in what kind 
of phase the location is located in a game. For example, when the player character improved, it just 
etc. cleared a certain stage. Therefore, when even the game termination point reappears 
automatically last time from such the break point, a player can grasp easily the flow of the game by 
the place which carried out game termination last time. 

[0024] Next, the example of the concrete procedure which performs processing which was explained 
by drawing 2 is explained. The example using the memory inside introduction game equipment is 
explained, and the example which uses external memory equipment next is explained. 
[0025] Drawing 3 (a) is an example of processing which realizes processing explained by drawing 2 
using RAM1 12 inside the body 100 of game equipment. A start of a game initializes a game at step 
301 first. Especially the value n of the buffer position 321 is initialized so that the head of a buffer 
322 may be pointed out. Next, at step 302, game processing (processing of the body part of a game) 
is performed. Next, game data are stored in the storage region on the buffer 322 which the value n of 
the buffer position 321 points out at step 303. In addition, whenever it is [ game / of step 302 ] under 
processing and one game data is generated, it shall progress to steps 302-303. The value n of the 
buffer position 321 is incremented at step 304 after step 303, and it distinguishes whether it is game 
termination at step 305. Drawing 2 explained the concrete example of the factor of game termination. 
At the time of game termination, it progresses to step 306, and when it is not game termination, it 
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returns to step 302. A game advances loop-formation processing of the above-mentioned steps 302- 
305 repeatedly until it results in game termination. Sequential storing of all the game data in the 
meantime is carried out at a buffer 322. 

[0026] At the time of game termination at step 305, it is step 306, and it distinguishes whether a 
game is continued succeedingly. This is processing which checks whether a game may be ended to a 
player. When progressing to step 308 when continuing a game (namely, when resuming a game), and 
not continuing, it ends, after processing game over at step 307. 

[0027] At step 308, the value of the buffer position 321 is set as the location to which only the 
predetermined number x returned from the current value n. This is processing which goes back from 
the location and returns the value n of the buffer position 321 to the nearest break location from the 
location which carried out game termination last time, as dr aw ing 2 explained. Next, at step 309. the 
game data of the buffer 322 which the value n of the buffer position 321 points out are read, and it is 
processed based on these game data, and a game screen is reconstituted and it reappears. 
Furthermore, it distinguishes whether the value n of the buffer position 321 was incremented at step 
310. and the value n of the buffer position 321 became last time the same as the value at the game 
termination time at step 31 1 (that is, when said by drawing 2 (a) and (b), did it result in the point 203 
or not?). When it is not the same, it returns to step 309 and reappearance of a game is continued. By 
repeating steps 309-311, automatic reappearance of the game to a game termination location can be 
performed last time from the last break location, 

[0028] In addition, when doing [ which inserts data effective in simplifying the data which do not have 
the need in ** player which carries out for example. ** rapid traverse, and reproduces a game at a 
high speed recollecting the game play to last time "processing" in step 309. or recollecting a game 
play ] ** continuation of and carrying out a game play, it says performing insertion or an abbreviation 
of the data for enlivening the ambient atmosphere of a game etc. It seems that it can be said that 
only the place which found the item is reproduced and the place looked for here and there omits 
reappearance even when a certain item is begun and found in search of a location here and there by 
the roll playing game by performing such processing. Moreover, if it is important on the flow of a game 
to have passed along the path of A->B->C->D in the game, it can also perform that reproduce only 
the part, and omit other parts and they reproduce only the necessary minimum flow which is extent 
which can recollect a player. 

[0029] Since I hear that reappearance of a game finished and it is when the value n of the buffer 
position 321 turns into the same value as the time of game termination at step 311, it returns to step 
302 and a game is resumed. 

[0030] After reproducing automatically from a predetermined break location to a game termination 
location as drawing 2 explained if a player continues a game when it results in game termination 
according to a certain factor according to the example of processing of drawing 3 , a game can be 
resumed again. Therefore, a player can grasp the flow of the game to there easily, without repeating 
the actuation in front of game termination, and can resume a game from a game termination location 
on it. 

[0031] Next, the example of procedure using external memory equipment is explained. In the 
procedure of above-mentioned drawing 3 , the game data stored in the buffer 322 on RAM1 12 are 
used as it is. Therefore, if the power source of game equipment is turned off, the game data of a 
buffer 322 disappear, and even if it is next going to turn on a power source and is going to resume 
the game, reappearance which was explained by drawing 2 will not be performed. On the other hand, 
in the procedure of drawing 4 explained below, the game data of a buffer 322 are stored in external 
memory equipment, the power source of game equipment is turned off after game termination, and 
even when the power source of game equipment is turned on next and it resumes the game, 
reappearance which was explained by drawing 2 (b) can be performed. Here, external memory 
equipment is the storage which can memorize and set data regardless of turning on and off of the 
power source of the body of game equipment, and it is equivalent to the external storage 117 and the 
auxiliary storage unit 104 of drawing 1 . 

[0032] In drawing 4 , a start of a game distinguishes whether the record data of an applicable game 
are in external memory equipment at step 401. When there are record data, it is step 402, and the 
record data is read into a buffer 322 from external memory equipment, the value n of the buffer 
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position 321 is set up so that the game data of the last of the record data may be pointed out and it 
progresses to step 403. At step 401, when there are no record data, step 402 is skipped, and it 
progresses to step 403. Record data are game data stored in the buffer 322 in the last game, and are 
data written in external memory equipment at step 408 mentioned later. 

[0033] Next, a game is initialized at step 403. The same reappearance processing shall be performed 
in initialization processing of this game as steps 308-31 1 of drawing 3 explained. Automatic 
reappearance to a location which carried out game termination last time by this from a predetermined 
break location which was explained by drawing 2 is performed. After reappearance finishes, the value 
n of the buffer position 321 shall be positioned in the degree of the location which carried out last 
game termination in the buffer 322. That is, I hear that it is set as the location which should write in 
game data next, and it is. 

[0034] Processing of the following steps 404-407 is the same as processing of steps 302-305 of 
drawing 3 (a). A game is performed by processing of steps 404-407, writing game data in a buffer 322. 

[0035] When it becomes game termination at step 407, it is step 408 and the contents of the buffer 
322 are written in external memory. Next, at step 409, it distinguishes whether a game is continued 
succeedingly. When progressing to step 41 1 when continuing a game (namely, when resuming a game), 
and not continuing, it ends, after processing game over at step 410. Step 409,410 is the same as step 
306,307 of drawin g 3 . 

[0036] When continuing a game, steps 411-414 are processed. Processing of steps 411-414 is the 
same as steps 308-311 of drawing 3 (a), and reappearance processing explained by drawing 2 in the 
case of continuing a game by these processings without turning off a power source is performed. 
[0037] Even when the power source of the body of game equipment is turned off after game 
termination, in case according to the example of processing of drawing 4 the power source of the 
body of game equipment is turned on again and the game is resumed, reappearance of a game is 
performed last time which was explained by drawing 2 . 

[0038] In addition, you may enable it for the intention of a player to perform the writing and reading of 
record data to external memory to arbitration in drawing 4 . Moreover, in case game data are 
memorized, you may make it memorize the game data from the break location (211-215 of drawing 2 ) 
of processing, although all game data are memorized to the buffer 322, the part reproduced among 
the memorized game data at the time of a game restart is taken out and he is trying to reappear by 
the method explained by drawing 2 -4. For that purpose, what is necessary is just to throw away the 
game data before it, when a predetermined break location is exceeded at the time of a game data 
storage. 

[0039] A player may enable it to choose this location, and when there is no actuation of a player for a 
long time, you may make it set up a break location dynamically by the method explained by the 
above-mentioned drawing 2 -4, such as making that location into a break location, although the break 
locations 211-215 are static locations decided beforehand Furthermore, it is also possible to make 
into a break location the location which went back by predetermined from the location which carried 
out game termination. 
[0040] 

[Effect of the Invention] Since he is trying for the game by control of the location which the game 
ended last time [ after reproducing automatically the game screen to the location which the game 
ended last time from a break location predetermined / in the flow of game advance in case it 
resumes after ending a game according to / as explained above / this invention ] to a player to 
resume, a player can grasp the flow of the game to a game termination location easily last time. 
According to this invention, although a player may forget the situation till then and a game play may 
become disadvantageous temporarily when long time amount opens, after carrying out game 
termination before resuming, the game play till then can be remembered easily, and a game play can 
be resumed, without wearing the disadvantageous profit which is unrelated to the contents of a play, 
without carrying out action also with the useless game play after a restart. For example, the flow of 
the forgotten scenario till then can be remembered easily, and it is not necessary to carry out 
useless action in a roll playing game, at the time of a game restart. Furthermore, since a game screen 
is reproduced automatically, a player does not need to perform the same actuation as last time. 
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Moreover, without reproducing all last actuation automatically to redundancy, since even a game 
termination location is reproduced last time from a predetermined break location, a player can 
reproduce only a necessary minimum part, although the flow of a game is grasped 
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1. This document has been translated by computer. So the translation may not reflect the original 
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2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



TECHNICAL FIELD 

[Field of the Invention] This invention relates to the storage which memorized the program 

concerning game equipment and this game equipment. 

[0002] 
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* NOTICES * 

JPO and INPIT are not responsible for any 
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1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 

PRIOR ART 



[Description of the Prior Art] Conventionally, various kinds of games which operate with home video 
game equipment or a personal computer are known. In these games, there are termination by game 
limit peculiar to the game and termination by the intention of a player as a factor of game 
termination. The termination by game limit is the case where the LIFE point of a player character 
which the player is operating for example, in a game was lost, or limit time-out is passed etc. The 
termination by the intention of a player is that a player interrupts and calls off a game intentionally. 
[0003] In the Prior art, when resuming a game after carrying out game termination by such various 
kinds of factors, it was the fundamental method which is resumed from the location which carried out 
game termination. For example, it is condition of resuming from the field (stage) which made the 
mistake and became game over if it is an action game, and resuming from the place whose LIFE point 
of a player character was lost if it is a roll playing game. Moreover, there is also a thing which enabled 
it to resume a game from the location (break location beforehand decided in the game) which 
returned from the location which carried out game termination for a while. Furthermore, in a roll 
playing game, the player itself saves as data the location where the game advanced, these data are 
loaded at the time of a game restart, and there is also a thing which enabled it to resume a game 
from the location. 

[0004] When the game play time limit is set up and the time amount passes, while terminating a game, 
all the key strokes from game initiation to game termination are memorized to predetermined storage, 
and the game equipment which reproduces the last game actuation automatically based on the 
keypad information memorized by this storage is indicated by JP,7-303760,A at the time of a game 
restart Since according to this all the key strokes performed last time are reproduced and Replay of 
the game is automatically carried out when a player resumes a game, it is effective in becoming easy 
to grasp the flow of the last game. 
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* NOTICES * 

JPO and INPIT are not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



EFFECT OF THE INVENTION 



[Effect of the Invention] Since he is trying for the game by control of the location which the game 
ended last time [ after reproducing automatically the game screen to the location which the game 
ended last time from a break location predetermined / in the flow of game advance in case it 
resumes after ending a game according to / as explained above / this invention ] to a player to 
resume, a player can grasp the flow of the game to a game termination location easily last time. 
According to this invention, although a player may forget the situation till then and a game play may 
become disadvantageous temporarily when long time amount opens, after carrying out game 
termination before resuming, the game play till then can be remembered easily, and a game play can 
be resumed, without wearing the disadvantageous profit which is unrelated to the contents of a play, 
without carrying out action also with the useless game play after a restart. For example, the flow of 
the forgotten scenario till then can be remembered easily, and it is not necessary to carry out 
useless action in a roll playing game, at the time of a game restart. Furthermore, since a game screen 
is reproduced automatically, a player does not need to perform the same actuation as last time. 
Moreover, without reproducing all last actuation automatically to redundancy, since even a game 
termination location is reproduced last time from a predetermined break location, a player can 
reproduce only a necessary minimum part, although the flow of a game is grasped. 
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TECHNICAL PROBLEM 



[Problem(s) to be Solved by the Invention] However, by the method resumed from the location which 
carried out game termination, there is a trouble that it is difficult for a player to grasp the flow of the 
game performed to last time. For example, even if it resumes from the location which carried out 
game termination by the roll playing game etc., a player may be unable to remember flow of the 
scenario to there. 

[0006] Moreover, by the method which resumes a game from the location which returned from the 
location which carried out game termination for a while, a player has the trouble that the again same 
actuation as last time must be performed to the location which ended the game last time. For 
example, though the part with high difficulty is cleared by the action game, at the time of a game 
restart, it must resume from before for a while, and that case where a player must clear a part with 
the again high difficulty etc. exists. Moreover, in a roll playing game, the key stroke which repeats 
again the actuation of a player character performed last time may have to be performed. The method 
by which the player itself saves the location of a game, loads at the time of a game restart, and 
resumes a game must also perform the same actuation again from the location saved too. Moreover, 
when the player has forgotten save, it returns to quite a front. 

[0007] By the method given in above— mentioned JP,7-303760,A, since all last game actuation is 
reproduced at the time of a game restart, as for a player, the flow of the game to there can be 
grasped easily. However, by this method, since all the last key strokes are reproduced, reappearance 
may become redundancy. For example, in a roll playing game, since the item which needs a player 
character is acquired, actuation of searching for this item here and there may be performed, 
consequently the item may be able to be acquired in a predetermined location. Even in such a case, 
since the actuation of all is memorized and it reappears at the time of a game restart, even if the 
player knows the location with this item, it can show reappearance of all last actuation. Moreover, 
since all the key strokes are reproduced even when the key stroke performed last time occurs in 
large quantities, as for a player, the reappearance has been shown for a long time. 
[0008] When resuming the game in view of the trouble in the above-mentioned conventional form 
after this invention carries out game termination Only a necessary minimum part is reproduced 
without [ without a player performs the again same actuation, and ] reproducing all last actuation 
automatically to redundancy. It aims at offering the storage which memorized the program concerning 
the game equipment and this game equipment with which the player enabled it to grasp the flow of 
the game to last time easily. 
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MEANS 



[Means for Solving the Problem] In order to attain the above-mentioned purpose, invention 
concerning claim 1 The storage means which is game equipment to which the actuation means for a 
player to operate it and the display means for displaying a game screen were connected, and carries 
out the sequential storage of various kinds of game data generated during game activation, In case 
this game is resumed after a game is completed, the game data to the location which the game ended 
last time from the predetermined break location in the flow of game advance are read from said 
storage means, it is characterized by having a means to resume the game by control of a player from 
a means to reproduce a game screen automatically based on these game data that carried out 
reading appearance, and the location which the game ended last time after said reappearance 
finished. 

[0010] Invention concerning claim 2 is game equipment to which the actuation means for a player to 
operate it and the display means for displaying a game screen were connected. That to which it is a 
storage means to memorize various kinds of game data generated during game activation, and the 
contents of storage do not disappear even after the power source of the body of game equipment is 
turned off. In case this game is resumed after a game is completed, the game data to the location 
which the game ended last time from the predetermined break location in the flow of game advance 
are read from said storage means, it is characterized by having a means to resume the game by 
control of a player from a means to reproduce a game screen automatically based on these game 
data that carried out reading appearance, and the location which the game ended last time after said 
reappearance finished. 

[0011] Invention concerning claim 3 is the storage which memorized the game program performed 
with the game equipment to which the actuation means for a player to operate it and the display 
means for displaying a game screen were connected. The step which memorizes various kinds of 
game data which generate this game program during game activation for a predetermined storage 
means. In case this game is resumed after a game is completed, the game data to the location which 
the game ended last time from the predetermined break location in the flow of game advance are 
read from said storage means, it is characterized by having the step which resumes the game by 
control of a player from the step which reproduces a game screen automatically based on these 
game data that carried out reading appearance, and the location which the game ended last time after 
said reappearance finished. 

[0012] Reappearance of the game screen at the time of the above-mentioned game restart is good 
to process it (for the column of the gestalt of implementation of invention to explain the example of 
processing), and to make it reappear based on the read game data 
[0013] 

[Embodiment of the Invention] Hereafter, the gestalt of operation of this invention is explained using 
a drawing. 

[0014] Drawing 1 shows the example of a hardware configuration of the game equipment concerning 
this invention. This game equipment is equipped with the body 100 of game equipment, the display 
(CRT) 101, the loudspeaker (SP) 102, the control unit 103, and the auxiliary storage unit 104. The 
body 100 of game equipment is equipped with a central processing unit (CPU) 111, random access 
memory (RAM) 112, a read-only memory (ROM) 113, Video RAM (VRAM) 114. the image control 
section 115. the speech synthesis section 116, external storage 117, and the I/O (I/O) control 
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section 118,1 19. In addition, the gestalt of this operation explains the body 100 of game equipment 
below as what is usual home video game equipment. However, when performing game software not 
only with home video game equipment but with a personal computer, this invention can be applied to 
various kinds of games (for example, sport games, such as soccer and baseball, an action game, a 
shooting game, etc.) which can resume the game, after it carries out game termination. 
[0015] In the body 100 of game equipment, CPU111 is arithmetic and program control which controls 
actuation of this whole game equipment. RAM1 12 is memory in which read-out which CPU111 uses 
for a work-piece field etc. and writing are possible. R0M1 13 is a read-only memory which stores 
various kinds of control programs (BIOS:Basic Input/OutputSystem) which CPU111 performs. 
VRAM1 14 is a Video RAM field for writing in the data of the alphabetic character, graphic form, and 
image which are displayed on CRT101 from CPU111. The image control section 115 performs control 
as which CPU111 displays an alphabetic character, a graphic form, and an image on CRT101 based 
on various kinds of data written in VRAM114. The speech synthesis section 116 is SPU (sound 
processing unit) which reads voice data from external storage 117, or compounds voice data based 
on directions of CPU111, and is outputted to a loudspeaker 102. External storage 117 is equipment 
which sets a removable storage and reads various kinds of data from this storage, for example, is 
CD-ROM equipment etc. The I/O-hardware-control section 118 is an interface between CPU111 and 
a control unit 103, and the I/O-hardware-control section 119 is an interface between CPU111 and an 
auxiliary storage unit 104. A control unit 103 is an input unit (controller) for a player to operate it. An 
auxiliary storage unit 104 is a store (backup memory) which memorizes various kinds of auxiliary data, 
and the information memorized even after turning off the power source of game equipment is held. 
Auxiliary storage units 104 are a memory card, the memory in a game cartridge, etc. 
[0016] A game program is offered in the form of various kinds of storages (for example, CD-ROM, a 
ROM cartridge, etc.). Here, it explains being provided by CD-ROM. If a player sets the CD-ROM as 
external storage 117, CPU111 reads a game program (data required for a game are included) from the 
CD-ROM, and if needed, it will be loaded to RAM1 12 and it will perform it Thereby, a game begins. If 
CPU111 writes data, such as an alphabetic character, a graphic form, and an image, in VRAM114 
based on a game program, the image control section 115 will display on CRT101 according to the 
contents of VRAM1 14. If CPU1 1 1 directs an audio (the sound of the music which flows for a 
background, and others shall also be included) output in the speech synthesis section 116 based on a 
game program, the speech synthesis section 1 16 will output the predetermined voice according to 
the directions from a loudspeaker 102. Moreover, CPU111 detects actuation of the player by the 
control unit 103, and controls game advance according to the actuation information. 
[0017] At the time of game termination, CPU111 writes predetermined data in an auxiliary storage 
unit 104, reads required data from an auxiliary storage unit 104 at the time of a game restart, 
reproduces a game, and resumes a game after that. About the example of the procedure, it mentions 
later. 

[0018] Drawing 2 (a) is the mimetic diagram showing the situation when ending a game in the game 
equipment of drawing 1 . Drawin g 2 (b) is the mimetic diagram showing the situation when resuming 
the game. In drawing 2 (a) and drawing 2 (b), the band which 200 showed the flow of a game typically, 
and 201 show the point of a game start, and 202 shows the point of a game clearance. 
[001 9] In drawing 2 (a), a player starts a game from the point 201 and presupposes that it became 
game termination on the point 203. The game termination point 203 is the location which the game 
stopped and interrupted for a certain factor. As a factor of game termination, there are termination 
by game limit peculiar to the game and termination by the intention of a player. ** limit time-out from 
which the hit point of ** player character whose LIFE (physical strength) point of a player character 
which the player is operating for example, in ** game is lost serves as termination by game limit to 0, 
and ** — all of the player characters in which more than one are are termination by having been 
consumed in the game etc. The termination by the intention of a player is a player s interrupting a 
game intentionally or stopping, and ending (when ending activation of game software) (when 
interrupting a game temporarily, without ending the game software itself). 

[0020] The game data of a game with which even the point 203 was performed from the point 201 by 
drawing 2 (a) are stored in the predetermined buffer formed on RAM1 12. Game data mean the data in 
connection with game plays, such as a position (information which shows the location of the player 
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character in a game, or a computer character) of the key input data which for example, ** player 
inputted by the control unit 103, and ** character, ** migration sequence (information which shows 
in what kind of path the character moved), and ** event flag (information which shows which event 
was cleared). In the example of drawing 2 (a), the game data of the half-tone-dot-meshing part 204 
from the point 201 to the point 203 will be stored in a buffer. 

[0021] The buffer which stores game data in drawing 3 (b) is shown. 322 is the buffer which stores 
game data. This buffer 322 consists of m game data storage areas which store game data. The buffer 
position 321 is a pointer which points out one of the game data storage areas of a buffer 322. When 
game initiation is carried out in the game starting point 201 of drawing 2 (a), if the value n of the 
buffer position 321 is initialized so that the head location of a buffer 322 may be pointed out, and 
game data are generated in a game, it will be stored in the field in the buffer 322 with which it is 
pointed out to the game data by the buffer position 321, and the increment of the value n of the 
buffer position 321 will be carried out. This is repeated and sequential storing of the game data of the 
half-tone-dot-meshing part 204 of drawing 2 (a) is carried out at the buffer 322 of drawing 3 (b). In 
addition, the magnitude of extent in which the storage region of a buffer 322 can store mostly the 
game data from game initiation to game termination altogether shall be secured. Moreover, after it 
uses a buffer 322 as a ring buffer and the value n of the buffer position 321 stores game data in the 
storage region of the last of a buffer 322, you may make it the value n of the buffer position 321 point 
out the head location of a buffer 322 again. 

[0022] 21 1-215 of drawing 2 (a) are the break point in the game decided beforehand. For example, 
they are the scenario-break of a game, the break of a field (stage) or area, or the predetermined 
number of games saved in relief. When game termination is carried out on the point 203 of drawing 2 
(a), the game data of the half-tone-dot-meshing part 204 will be stored in the buffer 322, but when 
resuming this game next, it goes back from the game termination point 203, and the game data from 
the nearest break point to the game termination point 203 are reproduced automatically. In the 
example of drawing 2 (a), it goes back from the game termination point 203, and the nearest break 
point is 212. So, at the time of a game restart, the game data (shadow area 206 of drawing 2 (b)) to 
the last game termination point 203 from the break point 212 are read from a buffer 322 like drawing 
2 (b), and it reappears automatically at it. Then, the game play by control of a player starts. 
[0023] The break points 211-215 are set as the location where a player tends to grasp in what kind 
of phase the location is located in a game. For example, when the player character improved, it just 
etc. cleared a certain stage. Therefore, when even the game termination point reappears 
automatically last time from such the break point, a player can grasp easily the flow of the game by 
the place which carried out game termination last time. 

[0024] Next, the example of the concrete procedure which performs processing which was explained 
by drawing 2 is explained. The example using the memory inside introduction game equipment is 
explained, and the example which uses external memory equipment next is explained. 
[0025] Drawing 3 (a) is an example of processing which realizes processing explained by drawing 2 
using RAM1 12 inside the body 100 of game equipment. A start of a game initializes a game at step 
301 first. Especially the value n of the buffer position 321 is initialized so that the head of a buffer 
322 may be pointed out. Next, at step 302. game processing (processing of the body part of a game) 
is performed. Next, game data are stored in the storage region on the buffer 322 which the value n of 
the buffer position 321 points out at step 303. In addition, whenever it is [ game / of step 302 ] under 
processing and one game data is generated, it shall progress to steps 302-303. The value n of the 
buffer position 321 is incremented at step 304 after step 303, and it distinguishes whether it is game 
termination at step 305. Drawing 2 explained the concrete example of the factor of game termination. 
At the time of game termination, it progresses to step 306, and when it is not game termination, it 
returns to step 302. A game advances loop-formation processing of the above-mentioned steps 302- 
305 repeatedly until it results in game termination. Sequential storing of all the game data in the 
meantime is carried out at a buffer 322. 

[0026] At the time of game termination at step 305. it is step 306, and it distinguishes whether a 
game is continued succeedingly. This is processing which checks whether a game may be ended to a 
player. When progressing to step 308 when continuing a game (namely, when resuming a game), and 
not continuing, it ends, after processing game over at step 307. 
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[0027] At step 308, the value of the buffer position 321 is set as the location to which only the 
predetermined number x returned from the current value n. This is processing which goes back from 
the location and returns the value n of the buffer position 321 to the nearest break location from the 
location which carried out game termination last time, as drawing 2 explained. Next, at step 309, the 
game data of the buffer 322 which the value n of the buffer position 321 points out are read, and it is 
processed based on these game data, and a game screen is reconstituted and it reappears. 
Furthermore, it distinguishes whether the value n of the buffer position 321 was incremented at step 
310, and the value n of the buffer position 321 became last time the same as the value at the game 
termination time at step 31 1 (that is, when said by drawing 2 (a) and (b), did it result in the point 203 
or not?). When it is not the same, it returns to step 309 and reappearance of a game is continued. By 
repeating steps 309-311, automatic reappearance of the game to a game termination location can be 
performed last time from the last break location. 

[0028] In addition, when doing [ which inserts data effective in simplifying the data which do not have 
the need in ** player which carries out for example, ** rapid traverse, and reproduces a game at a 
high speed recollecting the game play to last time "p^'ocessing" in step 309, or recollecting a game 
play ] ** continuation of and carrying out a game play, it says performing insertion or an abbreviation 
of the data for enlivening the ambient atmosphere of a game etc. It seems that it can be said that 
only the place which found the item is reproduced and the place looked for here and there omits 
reappearance even when a certain item is begun and found in search of a location here and there by 
the roll playing game by performing such processing. Moreover, if it is important on the flow of a game 
to have passed along the path of A->B->C->D in the game, it can also perform that reproduce only 
the part, and omit other parts and they reproduce only the necessary minimum flow which is extent 
which can recollect a player. 

[0029] Since I hear that reappearance of a game finished and it is when the value n of the buffer 
position 321 turns into the same value as the time of game termination at step 31 1, it returns to step 
302 and a game is resumed. 

[0030] After reproducing automatically from a predetermined break location to a game termination 
location as drawing 2 explained if a player continues a game when it results in game termination 
according to a certain factor according to the example of processing of drawing 3 , a game can be 
resumed again. Therefore, a player can grasp the flow of the game to there easily, without repeating 
the actuation in front of game termination, and can resume a game from a game termination location 
on it, 

[0031] Next, the example of procedure using external memory equipment is explained. In the 
procedure of above-mentioned drawing 3 , the game data stored in the buffer 322 on RAM1 12 are 
used as it is. Therefore, if the power source of game equipment is turned off, the game data of a 
buffer 322 disappear, and even if it is next going to turn on a power source and is going to resume 
the game, reappearance which was explained by drawing 2 will not be performed. On the other hand, 
in the procedure of drawing 4 explained below, the game data of a buffer 322 are stored in external 
memory equipment, the power source of game equipment is turned off after game termination, and 
even when the power source of game equipment is turned on next and it resumes the game, 
reappearance which was explained by drawing 2 (b) can be performed. Here, external memory 
equipment is the storage which can memorize and set data regardless of turning on and off of the 
power source of the body of game equipment, and it is equivalent to the external storage 117 and the 
auxiliary storage unit 104 of drawing 1 . 

[0032] In drawing 4 , a start of a game distinguishes whether the record data of an applicable game 
are in external memory equipment at step 401. When there are record data, it is step 402, and the 
record data is read into a buffer 322 from external memory equipment, the value n of the buffer 
position 321 is set up so that the game data of the last of the record data may be pointed out, and it 
progresses to step 403. At step 401, when there are no record data, step 402 is skipped, and it 
progresses to step 403. Record data are game data stored in the buffer 322 in the last game, and are 
data written in external memory equipment at step 408 mentioned later. 

[0033] Next, a game is initialized at step 403. The same reappearance processing shall be performed 
in initialization processing of this game as steps 308-311 of drawing 3 explained. Automatic 
reappearance to a location which carried out game termination last time by this from a predetermined 
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break location which was explained by drawing 2 is performed. After reappearance finishes, the value 
n of the buffer position 321 shall be positioned in the degree of the location which carried out last 
game termination in the buffer 322. That is, I hear that it is set as the location which should write in 
game data next, and it is. 

[0034] Processing of the following steps 404-407 is the same as processing of steps 302-305 of 
drawing 3 (a). A game is performed by processing of steps 404-407, writing game data in a buffer 322. 

[0035] When it becomes game termination at step 407, it is step 408 and the contents of the buffer 
322 are written in external memory. Next, at step 409, it distinguishes whether a game is continued 
succeedingly. When progressing to step 41 1 when continuing a game (namely, when resuming a game), 
and not continuing, it ends, after processing game over at step 410. Step 409.410 is the same as step 
306,307 of drawing 3 . 

[0036] When continuing a game, steps 411-414 are processed. Processing of steps 411-414 is the 
same as steps 308-311 of drawing 3 (a), and reappearance processing explained by drawing 2 in the 
case of continuing a game by these processings without turning off a power source is performed. 
[0037] Even when the power source of the body of game equipment is turned off after game 
termination, in case according to the example of processing of drawing 4 the power source of the 
body of game equipment is turned on again and the game is resumed, reappearance of a game is 
performed last time which was explained by drawing 2 . 

[0038] In addition, you may enable it for the intention of a player to perform the writing and reading of 
record data to external memory to arbitration in drawing 4 . Moreover, in case game data are 
memorized, you may make it memorize the game data from the break location (211-215 of drawing 2 ) 
of processing, although all game data are memorized to the buffer 322, the part reproduced among 
the memorized game data at the time of a game restart is taken out and he is trying to reappear by 
the method explained by drawing 2 -4. For that purpose, what is necessary is just to throw away the 
game data before it, when a predetermined break location is exceeded at the time of a game data 
storage. 

[0039] A player may enable it to choose this location, and when there is no actuation of a player for a 
long time, you may make it set up a break location dynamically by the method explained by the 
above-mentioned drawing 2 -4, such as making that location into a break location, although the break 
locations 211-215 are static locations decided beforehand. Furthermore, it is also possible to make 
into a break location the location which went back by predetermined from the location which carried 
out game termination. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] Drawing showing the example of a hardware configuration of the game equipment 
concerning this invention 

[Drawing 2] The mimetic diagram showing the situation when resuming the situation when ending a 
game, and its game 

[Drawing 3] Drawing showing the flow chart which shows the example of procedure using the memory 
inside game equipment, and the buffer which stores game data 

[Drawing 4] The flow chart Fig. showing the example of procedure using external memory equipment 
[Description of Notations] 

100 [ — A control unit, 104 / — An auxiliary storage unit, 111 / — A central processing unit (CPU) 
112/ — Random access memory (RAM), 113/ — A read-only memory (ROM) 114/ — A Video 
RAM (VRAM) 115 / — An image control section, 116 / — The speech synthesis section, 117 / — 
External storage, 1 18,1 19 / — I/O (I/O) control section. ] — The body of game equipment, 101 — A 
display (CRT), 102 — A loudspeaker (SP), 103 
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